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3.2 Ftoweia ko pnyoviopoi Gamification

H mauyvidonoinon, €€ oplopoUy, onUaivel TNV eL0aywyr) OTOLXEIWV KAl LNXOVIOUWY Tavidlol Kabwg
KoL aLoONTIKAC oto pabnolako neplBaiAov kal mAaiolo 1 oe onmoladnmote AAAN Katdotoon mou dgv
elval mouyvidl. Kot evw Ba efetdooupe autd ta otolyeia o £va Aemtd, €ival CNUAVTIKO va
avad£poue OTL TO TALXViSLa Kal, EMOUEVWC, N Tatyvidomoinon 6ev €xel va KAVEL PUE QUOTNPA
KOOopLOPEVOUC KAVOVEG, OAAA TTEPLOCOTEPO PE aPXEG, TIPOTUTIA KOl TIPOCEYYIOELS. AEV UTIAPXEL UL
povadik ocuvtayn yla tov TéAELo oxedlaouo tng motyvidormnoinong.

To otolyela Tou matyviSLol umdpxouV yLa va 0dnyouv otn S£0UEUON KAl TNV OPOKivNon Tou padntn.
Autd meplhapBavouv oTdX0UC, KAVOVEG, CTOXOUC, adrynon LoTopLwy, TIOVIOUG EUMELplag, onuata,
BaBuoloyia, mivakeg Kkatdtaéng, avtapolBEG kal emtevypata, enineda, olykpouon, ouvepyaoia,
ovVTayWVLIopOg, amotuyia, Suvatdtnta emavailnyng kot avatpododotnon.

Mo kaBe malyvidomnolnuévn pabnotlakn sumelpia, To va emiAé€oupe mola otolxeia Ba mapaieipoupe
KoL Ttota Ba KPATAOOULE KOl O TIOLO UETPO, Sev sival kaBOAou eUKoAo, OMOTE (OWC N MEPALTEPW
BeAtiwon tou oOplopoOU HAG yla TNV TaXVIOOToinon UE ML METPNON TIOU €lval TEPLOCOTEPO
ETUKEVTPWHEVN OTNV TAEN Kal Tov padntr avti yia ta otolyeia, Ba pog fondnoet oto tafldL pag.

"H mawvidomnoinon eivalt n edappoyn TwvV TUO TAPOKIWWNTIKWY TEXVIKWY TWV TOXVIOLWV o€
nieptBarlovra ou Sev eival matyvidia, 6mwe ot aibovoeg Stdaokaliag. AuTdg 0 amAOG 0PLOOG Eival
€va e€ALPETIKO ONUELD yla va EEKVATOUE TN oulrTtnon, aAAG UTIAPXOUV TTOAAQ IEPLOCOTEPA OE QUTO
0 mobaywylko epyaleio. H mawyvidonoinon mepllapfavel otolyeia tne Bewpiag matyviwy, TG
OXeOLAOTIKNG OKEYNG Kol TOU TANpodopLaKoU ypoppatiopoU. Eival éva mAaiolo mou amAwveToL Tavw
QIO TO MPOYPOHLLO OTIOUSWYV GAG, TO OTIOLO ELVOL PEUCTO KAl AITO 0 OAa Ta eTtimeda SeflotiTtwv".

AUTOC 0 0pLopOG apEXeTal amo tov Michael Matera oto BiBAio "Explore like a pirate: Engage, enrich
and elevate your learners"

‘Hpbe n wpa va BydAoupe to £yypado tou Taldlol pag oto Gamification kol KATw Ao TOV OpLOpO
Gamification # 1 va. apricoupe Alyo Xwpo Kal 0T CUVEXELD VO YPAPOUE:

NpoacBnkn opopou # 1:

"H mawyvidomoinon eivalt n edappoyn TwvV TIO TAPOKIVNTIKWYV TEXVIKWY TWV TOVISLWV o€
nieplBaAAovta mou Sev sival mayvidla, omwce oL aibouoeg St6aokaAiag. AUTOC 0 ATAGC OPLOUOG Elval
£va e€aLPETIKO onUelo yla va EEKvioou e T oulTtnon, aAAG UTTAPXOUV TTOAAQ IEPLOCOTEPA OE QUTO
o maldaywylkd epyaleio. H malyvibonoinon mepllappavel otolxeia tng Bswpliag malyviwy, g
oXeSLa0TIKN G oKEYP NG Kal Tou TAnpodopLakol ypapupatiopou. Eival éva mAaiclo mou amAwvEeToL TAVW
oo To MPOYpPAA OTIOUSWV 0ag, TO OMoLo gival peuoTo Kal anto os OAa Ta enineda Se€lotATwv".
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